Dragon Knight Martial Archetype 


This is a dragon flavored Fighter subclass that | made. One thing | wanted when | made this was 
o step away from scales and damage resistances while also having good versatility. I'd be happy 


o hear what other people think of it. 


Whether is it in service to a mighty dragon or to hunt one of the ultimate prey, you have taken on 


he strengths of these powerful creatures. 


Draconian Influence 
When you choose this archetype at 3rd level, you gain proficiency in Intimidation and Persuasion. 


You also can now speak, read, and write draconic. 


Elemental Breath 

Starting at 3rd level, once per turn, when you take the attack action, you can substitute one attack 
o make one breath weapon. Choose acid, cold, fire, lightning, or poison. Each creature in either a 
15 foot cone or a 30 foot long 5 foot wide line must succeed a Dexterity Saving throw or take 
2d4of the chosen damage type. This damage increases as you gain levels in this class. You deal 


3d4 at 5th level, 4d4 at 11th level, 5d4 at 17th level, and 6d4 at 20th level. 


Your saving throw DC is determined by 8 + your Charisma modifier + your proficiency bonus. You 
can use this feature an amount of time equal to your Charisma modifier. You regain all uses 


When you finish a short or long rest. 


Draconic Presence 
Starting at 7th level, you begin to radiate a similar influence to a Dragon. As a bonus action, you 


ican give yourself advantage on the next Persuasion or Intimidation check you make. 


Additionally, as a bonus action, you can force every creature of your choice within 30 feet to 
succeed a Wisdom saving throw versus your Elemental Breath DC. On a failure, they either 
become either frightened or charmed by you, your choice. At the end of their turns, they can 


attempt the saving throw again. You can use this once per short or long rest. 


Heroic Resistance 


Starting at 10th level, you gain an additional use of your Indomitable feature. At 17th level, you 


gain another use. 


Wyrm Warrior 
Starting at 15th level, you gain many traits of the greatest dragons. You gain the following 


benefits: 


You gain Darkvision out to 60 feet. If you already have darkvision, it extends by 60 feet. 
You gain blindsight out to 30 feet. 

You chose one type of movement to gain that is equal to your walking speed. Swimming, 
burrow, or climbing. You can change which type at the end of a long rest. 

Once per short or long rest, you can gain a flying speed equal to twice your walking speed 


for 1 minute. 


Apocalypse Breath 

At 18th level, as an action, you can choose a damage type as with the Elemental Breath feature. 
Every creature in either a 30 foot cone or a 60 foot long 5 foot wide line must succeed a Dexterity 
saving throw versus your Elemental Breath DC. On a failure, they take 12d8 of the chosen 


damage type. You regain the use of this feature at the end of a long rest. Additionally, force, 


necrotic, psychic, radiant, and thunder has been added to the damage types available to use for 


Elemental Breath. 


